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Safety Information 


About Photosensitive Seizures 


A very small percentage of people may experience a seizure when exposed 
to certain visual images, including flashing lights or patterns that may 
appear in video games. Even people who have no history of seizures 

or epilepsy may have an undiagnosed condition that can cause these 
“photosensitive epileptic seizures” while watching video games. 


These seizures may have a variety of symptoms, including lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, 
disorientation, confusion, or momentary loss of awareness. Seizures may 
also cause loss of consciousness or convulsions that can lead to injury from 
falling down or striking nearby objects. 


Immediately stop playing and consult a dNovor if you experience any of 
these symptoms. Parents should watch for or ask their children about the 
above symptoms—children and teenagers are more likely than adults to 
experience these seizures. 


The risk of photosensitive epileptic seizures may be reduced by sitting 
farther from the television screen, using a smaller television screen, playing 
in a well-lit room, and not playing when you are drowsy or fatigued. 


If you or any of your relatives have a history of seizures or epilepsy, consult 
a dNovor before playing. 


Other Important Health and Safety Information The Xbox Instruction 
Manual contains important health and safety information that you should 
read and understand before using this software. 


Avoid Damage to Your Television 


Do not use with certain televisions. Some televisions, especially front- 
or rear-projection types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the normal 
course of game play may "burn in" to the screen, causing a permanent 
shadow of the static image to appear at all times, even when video games 
are not being played. Similar damage may occur from static images created 
when placing a video game on hold or pause. Consult your television 
owner's manual to determine if video games can be played safely on your 
set. If you are unable to find this information in the owner's manual, contact 
your television dealer or the manufacturer to determine if video games can 
be played safely on your set. 

Unauthorized copying, reverse engineering, transmission, public 
performance, rental, pay for play, or circumvention of copy protection is 
strictly prohibited. 
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Using the Xbox Video Game System 


1. Setup your Xbox™ video game system by following the 
instructions in the Xbox Instruction Manual. 

2. Press the power button and the status indicator light 
will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the Arx Fatalis" disc on the disc tray 
with the label facing up and close the disc tray. 

5. Follow the on-screen instructions and refer to this 
manual for more information about playing 
Arx Fatalis™. 


Disc Tray 


—— 


Controller port 1 
Controller port 2 


Eject button Controller port 4 


Controller port 3 


Power button 


Avoiding Damage to Discs or the Disc Drive 
To avoid damage to discs or the disc drive: 
* Insert only Xbox-compatible discs into the disc drive. 


* Never use oddly shaped discs, such as star-shaped or 
heartshaped discs. 


* Do notleave a disc in the Xbox console for extended periods 
when not in use. 


* Do not move the Xbox console while the power is on and a 
disc is inserted. 


* Do not apply labels, stickers, or other foreign objects to 
discs. 
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Using the Xbox Controller 


1. Connect the Xbox Controller to any controller port on 
the front of the Xbox console. For multiple players, 
connect additional controllers to available controller 
ports. 


2. Insert any expansion devices (for example, Xbox 
Memory Units) into controller expansion slots as 
appropriate. 


3. Follow the on-screen instructions and refer to this 
manual for more information about using the Xbox 
Controller to play. 


Expansion slot A | Expansion slot B 


Right trigger Left trigger 
Y button 

Xb 
Left thumbstick B i 
BACK button y [ ) Apuun 


START button -Te Black button 


White button 


Directional pad Right thumbstick 
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ooo Tales of an Old Man ooo 


The children, eyes glittering and bubbling with anticipation, drew 
closer to the couch where sat an old, gray-haired man in dirty 
clothing. 


While some of the children were mumbling and giggling at the sight 
of the trembling old man, all grew silent as, in a harsh voice, he 
began to tell his tale. 


"Well, children...” the old man paused, coughing. “Our world was not 
always as you know it today. A long time ago, according to legend, 
everyone lived in the fortress, aboveground. Over their heads, there 
was what they called a blue sky, where smoke, which went by the 
name of clouds, floated.” 


The excited murmurs of the children forced the man to pause in his 
story. “You'd better believe me! High above, we had a radiant sun, 
which warmed us with its magical rays. Wheat grew, without the 
help of magic, needing only the earth and the sun. Of course, there 
were also goblins, trolls, dragons and demons, but we lived so far 
away from one another that we rarely crossed paths. 


What truly shook our civilization was when the sun suddenly 
disappeared. In a mere few hours, it was gone. Night fell, for all of 
eternity. Since that dratted day, the cold hand of death rules the 
earth's surface. All living things either died, froze to the surface, ог 
retreated to the very heart of the same mother earth, as our people 
did in the past. An ancient dwarves mine became the only hope for 
these many refugees. The dark age had begun...” 


Throughout the old man's tale, the children kept letting out cries of 
amazement and surprise. Again, he paused, this time to allow the 
children to assimilate what he had said, then he continued. 


“Since this dratted day, the only ones daring enough to climb to the 
surface, in search of other refugees, are the members of the 
Travellers’ Guild. Below, where we are, each race has taken over а 
section of the mine. Today, magic is all we have to feed ourselves. 
Without it, we could not have survived until now. 


Several levels below us are the goblins and rat-men, who have 
managed to survive by either stealing from us, or eating what we 
throw away. Everyone has finally found his place in this world. 
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Lunshire the Fair is a good and just king, who protects us from the 
demons lying in ambush at our fortress doors. You're happy with your 
lives because you grew up here and don't know of anything else. 
Listen to my tale, and imagine how wonderful life would be in a world 
with no limits, no tunnels, and no caves. A world where blinding light 
shines forth from a radiant sun, and not from some miserable 
wavering torches or because of magic spells!" 


As if replying to a command, the torches begin to flicker violently, and 
their flames suddenly shoot up to the ceiling. The scared children 
huddle together and raise their eyes to this strange sky. 


"There is a way to bring an end to all this suffering," cried out the old 
man, "A mighty God, one who has the power to end the misery of our 
existence by bringing back the Sun..." He sighed, and his voice died 
away. "But this is another story. l'm tired now. Leave me alone, you 
brats ..," the old man coughed violently. 
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dd l. At the beginning, Arx... ooo 


CREATING THE HERO 


At the start of the game, you will have 16 attribute points and 18 skill 
points that you must distribute as you wish, thereby determining the 
experience and areas of expertise of your hero. Move the cursor with 
one of the attributes/skills, and determine the points with the Ө 
button. 


The "Quick generate" option (@ button) makes it possible for the 
game itself to determine how the points for skills and attributes will 
be distributed. 
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MEANING OF ICONS: 


И Armor class 
Resistance to magic 


Resistance to poison 

ep 

Mana 

Damage 

CHOOSING DIFFICULTY LEVEL 


In Easy mode, your opponents will be weaker, and thus easier to defeat. 


eve 1. Life in the world of Arx 2.. 


DESCRIPTION OF 
THE INTERFACE 


(1) Health Gauge: When 
the health gauge is 
empty, your hero will fall 
to the ground, 
unconscious. The game 
will then be over. The 
health gauge fills up little 
by little. You can also 
obtain additional health 
by eating, or using a life potion. If you've been poisoned, your health 
gauge will turn green, and steadily drop. 


4 loaf of bread. 


(2) Mana Gauge: Once this gauge is empty, you can no longer cast 
spells. 


(3) Stealth Status: Indicates whether or not you are hidden in the 
dark. 


(4) Power Gem (COMBAT Mode): Indicates the power of your attack, 
when you charge up for an attack. 


(5) Precast Spells: Displays the icons of precast spells which are 
ready to be cast. 


(6) Equipment Status: This icon will be increasingly red the more 
damaged your equipment is. Don't forget to repair your weapons and 
armor before they break down! 


(7) Inventory Ring: Lets you quickly use the objects in your inventory. 


(8) Active Spells: Shows the icons of the spells actually cast over 
your hero. 


(9) Torch: The torch will be displayed if you are actually using light. 
(10) Crosshair: Lets you select an object/character in the scene. 
(11) Description of the object selected. 

(12) Map: Displays a section of the map of the area currently being 


explored. 
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(13) Up one Experience Level: Once you have gained enough 
experience, this icon will be displayed to indicate that you have 
earned a level of experience and can now distribute new points for 
skills/attributes (see "Character Sheet" section). 


EXPLORATION MODE 


Move: Left thumbstick. 


Pull gently to walk, and 4 loaf offbrosd 
harder to run. % 
Turn the head: Right 

thumbstick. 


Interaction: Crosshair at 
the centre of the screen, 
place over an 
object/character and 
press button @. 
Whenever interaction with an object or character is possible, text 
indicating the nature of this interaction will be displayed in the 
bottom right-hand corner of the screen (speak to someone, activate a 
lever, pick up an object, etc.). 


Bend: Click the left thumbstick. To stand up, click again. 


Bend over, at an angle: Click and hold the right thumbstick, while 
simultaneously moving it to the left or right. 


COMBAT MODE 


Press Ө to draw your 
weapon. If you have no 
weapon, you can fight 
With your bare hands. 


Pull the right trigger to 
charge your attack. The 
longer you hold it, the 
more powerful your 
attack will be. This will be 
indicated by the gem at the centre of the screen, which will light up. 


Aim at your enemy, and release the right trigger to deal your attack. 


Be careful you don't hit any walls, as your weapon can be damaged 
if it sustains severe shocks. 
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Note: If you have enough "Ethereal" skills points, an aura will surround the 
gem whenever you strike an enemy. The redder this aura, the greater the 
degree of harm you will have inflicted on your enemy. 


MAGIC MODE 

(€3 button) 

Pressing € during the game will enable you to cast magic spells. 
See ІІ The magic of Ederneum for complete details on magic in Arx. 


STEALTH 


Note: In Arx Fatalis, you have the option of using stealth to reach your goals. 
An enemy can identify you if you make noise, or enter into his field of vision 
while it is light. 

A slight pull on the left thumbstick will let you walk instead of run. Your 
hero will make less noise while walking, and will be less likely to draw the 
attention of enemies. 

The armor worn can be either an advantage or a disadvantage. 

In the same vein, be careful to not walk over surfaces that are overly noisy. 
In general, "listen to your footsteps,” to hear whether or not you are making 
too much noise. 

The "Stealth" skill also helps lower the noise you make when you move 
around. 


Note: Some enemies, such as the undead, are able to sense you, and 
will not wait to hear you approaching to locate you. 


To avoid being seen by enemies, you can also hide in the dark. To do 
this, you will need to blow out the torches in the passages, either 
with magic or by using a bottle of water on a lit torch (see "Inventory 
Ring" to learn how to use objects on other objects). 


The stealth indicator, located underneath the health and mana 
gauges, indicates whether or not you are hidden. The more in the 
black section of the bar the cursor is, the more hidden you are in the 
darkness. 

Make sure that your own torch (in your Inventory Ring) is snuffed out, 
and favor night vision to approach your enemies in the dark. 


If you are able to hit an enemy in the back before he locates you, you 
will inflict twice the damage. 
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Never hesitate to throw objects (see "Inventory Ring") to lure your 
enemies into corners, then sneak up behind their backs. 


SPECIAL INTERACTIONS 


Search a body, chest or barrel 
(@ button) 


Place the crosshair on 
your enemy's corpse and 
press @ to search it. 


The enemy's inventory is 
then displayed on the 
screen. The Directional 
Pad lets you move the 
cursor, while the @ 
button, allows you to 
select from one inventory to the other. 


f rransfort Ф Back 


You can similarly search a chest, barrel or cabinet. 


Steal from someone 
(«ә and Q buttons) 


If you have more than 50 
"Stealth" skills points, 
you can steal from the 
characters in the game 
without them becoming 
your enemies. 


To steal from someone, 
first approach them 
carefully. When you're 
close enough, if the 
character has something that can be stolen, a purse will be displayed 
atthe bottom of the screen. 


ox 


BACK 


Press ж» to go to the inventory 
section. The inventory of the person 
you are about to steal from is 
displayed, and you will then be able to 
rob him of his possessions. (see 
"Search a body, chest or barrel" to 
learn how to transfer objects from one 
inventory to another). 


Buy / Sell Objects 
(@ button) 


To buy objects, search 
one of the chests in the 
store (see "Search a 
body, chest or barrel"). 


A screen will display the 
objects in the store's 
chest that are for sale. 
Press @ to buy the selected object. 


You can also sell objects, with the exception of those objects that are 
grayed-out in your inventory. Press @ to sell it. 


Pri 22 
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Traps and Secret 
Passages 


Throughout the game, 
you will happen upon 
chests and other 
booby-trapped objects. If 
your “Intuition” skill 
points are sufficient, 
these will be displayed in 
red, as shown on the 
right: 


To disarm the trap, you will need a 
toolkit or the proper spell. 


A good level of “Intuition” skills will also 
enable you to detect secret passages 
and buttons. These will be displayed in 
blue, as shown on the right: 


Pick a Lock 


Throughout the game, you 
will have the opportunity 
to pick locks by using 

your tool kit on the doors 
that you wish to open. 
The results will depend 
on your technical skill. 


Enchant an Object 


Throughout the game, you will have the opportunity to cast spells on 
your own objects. You will need to first use an ingredient (such as 
Amikar's rock) on the object you wish to enchant. The object is then 
ready to be enchanted. You need only place it at your feet and cast 
the "Enchant object" spell. 


Here are a few ingredients, and the effect they have on weapons: 


МАО Eton T ETE ERE DE hc а aii Effect 
СВО co нак E Gives a Dexterity bonus 
AmIKSE STOCK. ыы arr қалы SIS a Makes weapon and armor, impossible to damage 
Bone Powder ............. Gives a Strength bonus (depending on where the bone is from) 
Golam SHES tac... ыл АРЫ АЛЫСЫ АА Unknown effect 


Identification of Objects 


Certain objects in the game are labeled as "Unidentified." Properly 

using these requires that you have a high level of Object knowledge 
skill. Once you have a sufficiently high skill score, the object will be 
automatically identified, and you can use it to its full potential. 


Repair Weapons and Armor 


Weapons and armor have 
a limited life span. The 
status of your weapon is 
indicated in its 
description. 


4 short sword (DMG*4). Durability: 


You can have your 
weapons repaired by a 
blacksmith. To do so, you 
will need to use the 
weapon/armor to be 


repaired on the blacksmith. The cost of the repairs will appear next to 
the crosshair. Press @ to have the weapon repaired. 


Note: Use your quiver on an arms merchant to get a supply of arrows. 


You can also personally repair your 
weapons, by using your 
weapons/armor on an anvil. In the 
latter case, you will need to have a 
high object knowledge skills score to 
ensure that the repairs turn out as 
planned. 


Distill Potions 


Knowing how to concoct potions that can restore your health or 
mana can be very useful. 
Certain potions (such as A bottle full of blue posdor -i 
the invišibility potion) are ) 4 
more difficult to make than 
others, and require a 
higher object knowledge 
skill score. 


4 do X Ф соз, 
To concoct a potion, you Н 


will first need to obtain ап 
empty flask (or, use a flask 
containing wine or water, drinking its contents to empty it - take care 
to not drink wine too quickly, lest your character becomes drunk! You 
will also need a mortar. Use the mortar on a plant, to obtain a powder. 


* Then, use the powder on the flask, to fill it up. 


* Find a distiller. Use the powder-filled flask on the distiller to obtain 
the potion. 


Manage Hunger 


1716а/ of bread 
When you hear “I'm 
hungry,” use food to sate 
your hero's hunger. For 
example, a roasted 
chicken is more filling than 
a small mushroom, and will 


appease his hunger for a 
Ф Ф zo Ф 


longer period of time. 


Do not hesitate to try various combinations of ingredients, to create 
elaborate dishes that will feed your hero as quickly as possible. 


Certain raw foods cannot be ingested as is. You will first need to cook 
them, by placing them near a fire. (see "Inventory Ring" to learn how 
to throw an object to the ground). 


Leave a Level 


Throughout the game, you will discover passages and stairs leading 
to different levels in the underground kingdom of Arx. 


Whenever you find one of 
these passages, a stairs 
icon will be displayed in 
the upper right-hand 
corner of the screen. 
Close your Inventory Ring, 
if itis open, and press @ 
to follow the passage. 


Use the Key Ring 


During the game, you 
should find a key ring as quickly as possible. Use your keys on this 
ring to attach them to it. Then, use the key ring on a locked door. If 
the corresponding key is on your key ring, the door will open. This 
object is very useful, as it 
decreases the space 
taken up by keys in your 
inventory. 
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INVENTORY RING 


Directional Pad) . Я 

se/equip your objects and give them to someone 
The objects collected 
during your adventures 
can be accessed 
directly from your 
Inventory Ring. This 
inventory can be opened 
by pressing the 
Directional Pad (any 
direction). 


The left/right directions 

on your Directional Pad allow you to scroll through the objects in 
your inventory. The up direction lets you throw the selected object, 
while the down direction lets you close your Inventory Ring. 


When an object is selected, the @ button makes it possible for you to 
use this object (e.g., drink a life potion, light a torch, arm a weapon, 
еїс.). 


Note: When a torch is lit, or a weapon armed, you сап reverse these 
actions, i.e., unequip them, by selecting the objects and pressing б). 


You can also use/combine an object from your inventory with an 
object that is found in the game environment. To do this, place the 
crosshair on the object and open your Inventory Ring. 


If the selected object in your Inventory 
Ring can be used with the object 
sighted, the cursor will become 
animated and your Inventory Ring icon 
will move as shown below: 


Note: The same process is followed for 
giving an object to a character. 
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dd Ill. The Magic of Ederneum dd 


There are two magic modes in Arx Fatalis. The "Arcade Magic" 
mode (can be activated in the game options) is an easily accessible, 
instant magic mode. 


Experienced players can try out Arx Fatalis' unique magic 
simulation system, by disabling the "Arcade Magic" option. 


MAGIC SIMULATION 


This magic is that which you can use while travelling through Arx 
Fatalis: it is the magic of Ederneum. The magician must bring forth 
the power of the elements by pronouncing the formula of the 
powers, while tracing the related runes in the air. Launched in 
certain sequences, these runes combine to activate magic spells. 


You will first need to equip the runes found, so that they can be 
added to your Spell book (see "Spell book" section). 


Each spell consists of a sequence of runes. 


For example, the "Ignite" spell is conjured using the sequence 
"Create Fire". The related runes are thus "Aam" (Create) and 
"Yok" (Fire). 


Note: When in your Spell book, you can view the sequences of runes 
corresponding to each of the spells (see "Spell book"). 
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When you are in Magic Mode (to do this, press the @ button), you 
must carry out the combinations, or "combos", of those runes 
making up the spells you wish to cast. 


To do so, use the directions on your Directional Pad. 


Note: The rune "combos" can 
be found in your magic book 
(see "Spell book" section). 


To cast the "Ignite" 
(AAM, YOK) spell, you 
must begin by doing the 
combo for the AAM rune: 
To do this, press once on 


the right direction on the 
Directional Pad. 


The AAM rune is recognized. You will hear the rune's name, and the 
rune itself will be displayed in the upper right-hand corner of the 
screen. It will also appear as a drawing in the center of the screen. 


Once your rune has been recognized, do the following rune combo: 
YOK. 


To do this, use the Directional Pad, first down, then to the right, and 
finally, up. 


Once the rune has been recognized, your sequence is ready. Press 
€ to cast the spell. 


Vote: If you accidently cast the wrong rune, you will need to cancel 
the sequence and start over. To do this, press € to exit, then press 
6) to enter Magic Mode again. 


You can also pre-cast a spell for later use. To do this, once your 
sequence is ready, press Q9 to send the spell to memory and save it 
for future use. 


Certain spells will require 
that you designate a 
target on which the spell 
will be cast (for example, 
to cast a spell on an 
object). A target will then 
be displayed. Target the 
desired object/character 
and press @ to cast the 
spell. 


You must have sufficient mana points to be able to cast a spell. 


To stop a spell that has been cast, enter in Magic Mode (6 button), 
select the spell then press (3. This will allow you to end that spell. 


Note: Your level of magic skill will have a significant result on the spells you 
cast. Don't try to call up a demon if you're 
not sufficiently skilled... the result may 
surprise you! 
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ARCADE MAGIC 


In "Arcade Magic" mode, 
if you have acquired and 
equipped runes while 
playing the game, 
pressing € will display а 
screen for selecting the 
spells offered by these 
runes. Simply choose 
your spell, using the 
Directional Pad, and 
press @ to cast it. 


If necessary, you will have a short period of time in which you can 
target prior to the spell being cast. 


To stop a continuing spell, press €3 to open the spell selection 
screen. Choose the spell you want to stop (icons of active spells will 
be blinking), then press Ө to stop it. 


Note: The left/right triggers allow you to scroll through the various spell 
pages. 
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USE OF SCROLLS 


During your adventure, you will undoubtedly find scrolls containing 
powerful spells. Open your Inventory Ring, and once you have 
selected a scroll, press @ to save it to memory. 


Note: You cannot save more than 3 scrolls/spells to memory at a time. 
A scroll's level of power is indicated by the color of its seal. 


Color of the Parchment Seal: ......... Level of power: 
EN ADIT creer spe foco ees aye nominate ral 1 


үн: ар кинема салон ТЕТЕ СЫ” 2 
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PRECAST SPELL 


Once you have saved a cast spell or a spell from a scroll to memory, 
you can cast it at any time, by pressing Q9. 


Select the spell to be cast by using the left/right directions on your 
Directional Pad, and press @ to cast it. Pressing down, using your 
Directional Pad, lets you leave the screen for selecting a precast 
spell. 


THE RUNES 


To help you on your adventure, see the following summary table of 
the runes, including their meanings and respective combos: 


Create 


462 
2 Improve 


Fire 


Protection 
Vision 
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Communication 


Movement 


Poison 


Weakness 


The Spells: 


Below are the sequences for the most popular spells. If you find a 
rune sequence that has a meaning, it is most likely a new spell. Don't 
hesitate to experiment and try out new things! 


Sequence Е rr SU ies UE T push Dei Spell 


А Night Vision - Improves the spell caster's vision and 
highlights items. 
Magic Missile - Magic energy projectile. 
Ignite - Lights any flammable material, for example, 
torches, in the area closely surrounding the hero. 


Douse - Douses flammable materials - can even reduce 
some fire attacks. 


Mega, Vitae Heal - Heals any creature that enters the healing aura. 
Morte, Cosum, БОСЫН | Detect trap - Booby-trapped objects located nearby take 
Vista [EET] | on a bluish tint when the spell is cast. 
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Nhi, Yok 


ӘБЕС s ME o out UII SUME ER ee Spell 


Mega, Kaom [9 Invulnerability - Increases the target's level of defense. 


А KS Decreases the target's level of defense. 


Mega, Movis Speed - Increases character's rate of movement. 


Nhi, Stregum, Vista Reveal - Destroys all illusions, along with invisibility. 


Aam, Vitae, Cosum rood Spes ananergy field that sates the hunger of all 
ie eee constitution and 
Erorantion entre - Reduces the damages caused by heat 


Z Telekinesis - Lets the character casting the spell remotely 
use or pick up objects. 


Trap - Once cast, the trap is only visible to the one who 
Aam, Morte, Cosum has cast the spell. 


ll 
Mega, Spacium, Movis evitate - Lets the character who cast the spell levitate. 


L 
Nhi, Cetrius Cure effects of poison - Heals any poisoned creature that 


enters the aura created. 
Repel undead - Certain undead creatures flee. 
А Raise dead - Calls forth one of the undead. This spell is 
Aam, Morte, Vitae only effective when cast from above an earthen surface. 
Paralysis - Paralyses an enemy. 
Aam, Kaom, Spacium Force Field - Creates a force field. 


Spacium, Comunicatum 


^ 
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Sequence ............ 


Nhi, Morte, Cosum 


Vista, Movis 


Aam, Yok, Spacium 


Aam, Folgora, Taar 


Aam, Mega, Morte 


Mega, Stregum, Cosum 


Aam, Vitae, Tera 


Nhi, Stregum, Spacium 


Aam, Mega, Yok 


Mega, Nhi, Movis 


Aam, Folgora, Spacium 


Movis, Comunicatum 


Rhaa, Tempus 


Mega, Aam, Mega, Yok 


Disable Traps - Disarms all traps in an area around the 
caster. 


Flying eye - The character casting the spell can explore 
areas without being seen, thanks to an eye that can fly. 


ire field - Creates a region of flames in front of the 
aster. 


Invisibility - Lets the one casting the spell become invisible. 
The spell stops when you attack or activate an object. 


Chaos - Brings about massive damage, as a result of 
multiple explosions. 


Enchant object - Assigns magical properties to an object 
є |6 


fter it has been treated with an agent. 


Summon - This spell makes it possible to conjurea 
demon. Note: once this creature has been conjured, its 
behavior remains random. 


Negate magic - Prevents any magical events from 
occurring Within the area surrounding the caster. 


Control demon - The character who cast the spell can 
control a demon previously conjured. 


Slow time - Time slows down for everyone except the 
caster. 


Mass incinerate - Provokes intense burning on all living 
beings near the caster. 


2.. IV. The Quest Book 2.. 


ВАСК 


When you press the @ button during the game, you will access 
your Quest Book, the interface of which lets you manage various 
aspects of your adventure. Use the left/right directions on your 


Directional Pad to make a selection, then press @ to access it. 
INVENTORY SECTION 


The inventory section lets you access your entire inventory on a 
single screen. You can also carry out various actions. 


Use an Inventory Object 


The @ button lets you 
use the object on which 
your cursor is located. 
Note: the cursor is moved 
using the Directional Pad. 


Move/combine Objects in 
your Inventory 


The right trigger lets you 
select the object on 
which your cursor is positioned. You can then move it to another area 
in your inventory. Don't forget to pull the right trigger to release it in 
the chosen location. 


Once an object has been 
selected, all of the other 
objects in your inventory 
except for those with 
which the selected object 
can be combined (or, on 
which the selected object 
can be used) will be 
grayed out. Deposit the 
selected object on the 
object you wish to use it on, then pull the right trigger to combine the 
two. 
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By doing this, you can use a poison potion on one of your weapons, 
to make it poisonous. Or, you can combine water and flour to make 
bread. You can also use a rope on a stick to create a fishing rod. 
There are numerous possibilities. We therefore encourage you to 
experiment as much as possible in order to discover all of the objects 
that you can create. 


Create a Shortcut 


In the inventory section, you can also create shortcuts to make it 
easier to use certain objects. When the cursor is on an object, click 
on the Black or White button to assign one of the two to this object. 
When playing the game, you will then only need to press the button in 
question (Black or White, depending on your choice) to use the 
object. 


Sort Your Inventory 
The left trigger lets you automatically sort your inventory. 


Before sorting: 
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fuse B)soloot® assign Shortcut fl Back 


CHARACTER SHEET SECTION 


Throughout your quest, 
you will receive attacking your өпеніө from behind; sad even 
experience points as a 1 " 
reward for your actions, 
combats and 
achievements. Once 
you've accumulated a 
sufficient amount of 
experience, you will win a 
certain number of points 
that can be added to your 
skills/attributes. 


Once you've gained a new level, you can distribute your new 
skill/attribute points in this Character Sheet section. 


The Directional Pad lets you select a skill/attribute, and the @ button 
makes it possible to add points to it. 


Your number of experience points (XP) is displayed in the bottom 
left-hand corner of the screen, along with the number of points still 
required for you to reach the next experience level. 


тағ аа CORDE C TOR DT ESAE. 2000 
Bass КТ ТС Ты 4000 
АНТ ПИТТ а 6000 
Доне И 10000 
СТГ 20 АЧК 16000 
В а аке 26000 
ПНО ааа оосо 42000 
ЛПС 2-02-00 68000 
ИРКЕН ЕИ 110000 
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SPELL BOOK SECTION 


In this section, you can 
see the spells actually Lights flasmablo materials such as torches 


within a giv 


available. Select a spell 
to view its description. ae 
The spell's rune 

sequence will also be 


displayed. 

d 44 
To display the = " " 
sequence of a spell ГІПГІГЕСІН BjPrerices/Nost @ Back 


once you've returned 

to the game, press б), 
once a spell is selected, and its 

formula will be displayed in the 

top right corner of the screen, in 
the form of a memo board. 


Selecting a rune will let you see 
its combo. 


The left/right controls allow you to scroll through the various spells 
available that are not displayed on the screen. 


MAP OF THE LEVELS SECTION 


This section lets you view a map covering the entire level on which 
you are located. The left/right controls allow you to display the maps 
for previous/next levels. If you have a high enough "Intuition" skills 
score, red points will be displayed to indicate enemies present on the 
level. 
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LOGBOOK SECTION 


This section is also where you can view your Logbook. Your 
objectives will be listed in this logbook throughout the game. If you're 
ever at a loss as to what to do, try giving it a look. 
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DREAMCATCHER 


President: 
Richard Wah Kan 


VP Marketing: 
Marshall Zwicker 


Product Manager: 
Byron Gaum 


Executive Producer: 
Robert Stevenson 


Creative Director: 
Desmond Oku 


Graphics Department Manager: 
James Meecham 


Graphic Design and Layout: 
Trang To 


Public Relations Coordinator: 
Tara Reed 


Quality Assurance Testing: 
Mike Adams - Department Manager 
Mike Mitres - Lead Tester 


ОА Staff: 

Dan Dawang 
Matthew Dickson 
Chris Elliott 

Aldo Fazzari 

Yohany Lee 

Nick Mucci 
Matthew Richardson 
Matthew Szymanski 
Justin Wah Kan 


ARKANE STUDIOS CREW 

LEAD DESIGNER/GAME DIRECTOR 
Raphael Colantonio 

LEAD PROGRAMMER 

Cyril Meynier 

LEAD ARTIST 

Olivier Enselme-Trichard 

LEVEL DESIGN/LEVEL 
PROGRAMMING 

Marco Mele 


Christophe Carrier 
Julien Roby 
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Raphael Colantonio 
Pascal Dubois 


ADDITIONAL GAME DESIGN 
Olivier Grassini 


PROGRAMMERS 
Sebastien Scieux 
Didier Pedreno 


SOUND PROGRAMMER 
Nicolas Schaller 


ADDITIONAL PROGRAMMING 
Cedric Bermond 


3D-ANIMATOR 
Alain Maindron 


ADDITIONAL 3D-ANIMATIONS 
Christophe Carrier 


3D-ARTISTS 
Daniel Balage 
Olivier Renaudat 
Francois Beudin 


ETRANGES LIBELLULES 
GRAPHIC COORDINATOR 
Jean-christophe Blanc 


3D-ARTISTS 
Benjamin Fleury 
Catherine Fusier 
Yannick Gombart 
David Cros 

David Digiacomo 
Yoann Lori 
Stephane Mehay 
Nathalie Michaud 
Olivier Roos 
Jean-christian Sauvaget 


ADDITIONAL ART 

Frédérique Blanc 

Thomas Girard 

2D-CINEMATIC ILLUSTRATIONS 

Daniel Balage 

BESTIARY SKETCHES AND ADDITIONAL 
WORLD SKETCHES 


Humbert Chabuel 
Pierre Alain Chartier 
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SOUND DIRECTOR 
Christophe Carrier 


AMBIENT MUSIC/MUSIC CUES 
Floodgate Entertainment 

Kemal Amarasingham 

Simon Amarasingham 


ADDITIONAL ENGLISH WRITING 
Floodgate Entertainment 
Rick Ernst 


PACKAGING ILLUSTRATION 
Denis Loubet 
Daniel Balage 


FRENCH VERSION 
Olivier Grassini 
Marco Mele 


ENGLISH VERSION 
Fishtank 
Rick Ernst 


SPEECH RECORDING 

Recorded at Futura Production, 
Boston USA 

Owner / Engineer, John Weston 


SPEECH DIRECTORS 
Steven Russell - Casting Director 
Kemal Amarasingham - Director 


TESTING 

Michael Renaudat 
Samy Benromdhane 
Samy Boussoukaya 
Olivier Fabre 


ADMIN 
Veronique Chaumont 


VERY SPECIAL THANKS 
Alessandro Colantonio 


SPECIAL THANKS 
GEFEN sound libraries 
TTLG.COM 

Daniel Todd 

Saam Tariverdi 
Mike Pointier 
Florence Henry 
Samy Boussoukaya 
Pierre Bracconi 
Paul Neurath 
GameSquad 

Friis Torben Tappert 
Fresh Fugu 


Ulla Wenderoth 
Mathilde Remy 
Maillou Enselme-Trichard 
John Deignan 

Steffen Schamberger 
Christophe Marconnet 
Frank Heukemes 
Bruno Ancel 

Cedric Ariu 

Marianne Hebert 
Alexanadria Thomson 
Jeff Royle 

Richard Huddy 
Nicolas Thibieroz 
Johnny Plunkett 

Karl Maritaud 

Tels 

Scot Frazer 

Enrico Polselli 

karl heinz hochmuth 


XBOX VERSION 
Associate Producer 
Julien Roby 


Interface Programmer 
Sébastien Scieux 


XBOX Programming 
WIZARBOX 

David Gallardo 

François Francken 
David-Vesa Cohen (DCA) 
Fabien Bihour 

Testers 

David Heang 

Philippe Duhem 
DREAMCATCHER EUROPE 
CEO 

Olivier PIERRE 

Assistant 

Carole MARISSAL 
FINANCIAL DEPARTMENT 
VP and CFO 

Roch ROUSTAN 


Accounting Manager 
Patricia DAPON 


Accounting Analyst 
Chantal MELKI 
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Accounting Assistant 
Nordine IKEN 


Business Planning and Analysis 
Maelle GUILLERM 


Manufacturing Manager 
Bastien LEPETIT 


Sales Administration 
Florence HOSPITAL 


SALES 
Sales Director 
Ghislain PAGES 


Sales Assistant 
Anne-Sophie PLANCOULAINE 


MARKETING 
Marketing Director 
Matthieu SAINT-DENIS 


Brand Manager 
Simon VIVIEN 


Product Manager Europe 
Lorraine LUE 


Product Manager - France 
Julien LEVY 


Sales and Marketing Coordinator 
Frederique BARKOFF 


Marketing Artistic Manager 
Odile MOUSSEAU 


Web Designer 
Eric CONNILLE 


Technical Support Manager 
Dominique ROUX 


Hotliner 
Thomas NEVEU 


PUBLIC RELATIONS 
PR Manager - France 
Nicolas SWIATEK 


PR Assistant 
Maryline PERRIER 


PRODUCTION 
Producer 
Florian DESFORGES 


Producer 
Majdi KRAIEM 


Producer 
Luc VERDIER 


LOCALIZATION 
Localization Manager 
Christine GERVILLIE 


Localization Assistant 
Yann TISSEYRE 


HUMAN RESOURCES 
Human Resources Director 
Corinne LEBON 


Human Resources Assistant 
Mathieu PERRET 


LEGAL 
Legal Director 
François BREUILLIER 


ADMINISTRATION 
Administration Manager 
Mohamed BOUFTANE 


Office Maintenance 
Tahirou TIMERA 


IT 
IT Manager 
Philippe BITOUN 


IT Support Specialist 
Eddy BRUSCOLINI 


Network and Telecom 
Administrator 
Olivier LEROUX 


Network and Telecom 
Administrator 
Gauthier MABILLE 


Network 
Administrator 
Nicolas PICARDAT POUPARDIN 
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PRODUCT WARRANTY 


DreamCatcher will gladly replace any disc free of charge, whether 
accidentally damaged or due to manufacturer defect, within the 
first ninety (90) days from the date of purchase. Simply send the 
Arx Fatalis™ disc and a check or money order for $12.00 U.S. (to 
cover postage and handling) to: 


DreamCatcher 
1658 N. Milwaukee Ave., Suite #450 
Chicago, IL 
60647 


Under copyright laws, this manual may not be copied, either in 
whole or in part, without the written permission of DreamCatcher. 
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TECHNICAL SUPPORT 


If you are experiencing technical problems with this software, and you have 
carefully followed the instructions in this booklet, you may find further support in 
the following places: 


Online Support - http://www.dreamcatchergames.com/dci/support 

Please visit the Technical Support section of our website at 
www.dreamcatchergames.com. 

We have posted common problems and solutions that may help you. We also 
suggest that you complete the Technical Support form located at our website. 
Please provide a detailed description of the problem you are experiencing (i.e. 
error message, where in the game the problem occurs, etc.). This will help our 
Representatives find a solution much quicker. 


Phone Support - 416-638-6151* 
If you would like to speak with one of our Technical Support Representatives, our 


hours of operation are from 9am to 9pm EST, Monday through Friday. Please 
have the following ready: 


1) A detailed description of the problem (i.e. error message, where in the game 
the problem occurs, etc.). 


2) Immediate access to your console so the Representative may walk you 
through the steps. 


3) Pen and paper to take any notes. 


* Phone support is located in Toronto, Canada. 


Please note: We do not provide hints via technical support. Hints are available at our website. 
Support 


is available in English only. 
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DREAMCATCHER INTERACTIVE INC. 
END-USER SOFTWARE LICENSE AGREEMENT 


Copyright 2003 DreamCatcher Interactive Inc. 


This End User Software License Agreement ("Agreement") is a legally binding agreement 
between DreamCatcher Interactive Inc. ("DreamCatcher’) and you. Please read the 
Agreement carefully before using the software. If you have any questions about it, we 
encourage you to seek independent legal advice. If you do not agree to be bound by the 
terms of this Agreement, please return the product to your point of purchase. 


1. License. DreamCatcher grants you a non-exclusive, non-transferable limited license to 
use, for your own personal, non-commercial use, the application(s), demonstrations, 
data files, graphic images, and other software, whether on compact disc read-only 
memory, or on any other media (the "Application Software"), and the related 
documentation. ("License"). 


2. Intellectual Property. While you own the media on which the Application Software is 
recorded, DreamCatcher retains all rights to the Application Software and related 
documentation. The Application Software contains copyrighted material, trade 
secrets, trade marks and other proprietary material which is protected by intellectual 
property laws. The copying, redistribution, selling or publication of any part of the 
Application Software is strictly prohibited. 


3. Representations and Warranties. You represent and warrant to DreamCatcher as 
follows: 


(a) You are responsible for supplying your own console and other equipment for using 
the Application Software, and for keeping it in good working order, at your own 
expense; 


(b) You will use the Application Software for your own personal entertainment and not 
for any commercial purpose; 


(c) You will not copy, decompile, reverse engineer or disassemble the Application 
Software, or otherwise reduce the Application Software to a human-perceivable 
form; 


(d) You will not modify, network, rent, lease, distribute or create derivative works based 
upon the Application Software in whole or in part; 


(e) You will not electronically transmit the Application Software from one computer to 
another or over a network; and, 


(f) You will not make any attempts to discover the source code of the Application 
Software, or create any derivative works. 


4. Termination. This Agreement is effective until terminated. You may terminate this 
Agreement at any time by destroying the Application Software and related 
documentation and all copies thereof. DreamCatcher can terminate this Agreement at 
any time if it determines you have failed to comply with any provision of this 
Agreement. Upon receiving notice of termination from DreamCatcher, you must 
immediately destroy the Application Software and related documentation and all 
copies thereof. 


5. Disclaimer of Warranty on Application Software. The Application Software and 
related documentation are provided AS IS and without warranty of any kind, and 
DreamCatcher expressly disclaims all warranties, expressed or implied, including but 
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not limited to, the implied warranties of non-infringement, merchantability and fitness 
for a particular purpose. DreamCatcher does not warrant that the functions contained 
in the Application Software will meet your requirements, nor that the operation of the 
Application Software will be uninterrupted or error-free, nor that defects in the 
Application Software will be corrected. Furthermore, DreamCatcher does not warrant 
or make any representations regarding the use or the results of the use of the 
Application Software or related documentation in terms of their correctness, 
accuracy, reliability, or otherwise. No oral or written information or advice given by 
DreamCatcher or a DreamCatcher-authorized representative shall create a warranty 
or in any way increase the scope of this warranty. Should the Application Software 
prove defective, you (and not DreamCatcher or a DreamCatcher-authorized 
representative) assume the entire cost of all servicing, repair or correction. Your 
expressly acknowledge and agree that use, quality and performance of the 
Application Software is at your sole risk. 


. Limitation of Liability. Under no circumstances, including negligence, shall 


DreamCatcher, its shareholders, subsidiaries, officers, directors or employees be 
liable for any indirect, incidental, special or consequential damages that result from 
this Agreement or your use or inability to use the Application Software or related 
documentation, even if DreamCatcher or a DreamCatcher-authorized representative 
has been advised of the possibility of such damages. In no event shall DreamCatcher' 
total maximum liability to you for all damages, losses, and causes of action (whether in 
contract, tort or otherwise) exceed the total amount paid by you for the Application 
Software. Any allowable claim must be brought against DreamCatcher no later than 
sixty (60) days after the date of the event giving rise to such claim. 


. Indemnity. You agree to indemnify and hold harmless DreamCatcher, its shareholders, 


subsidiaries, affiliated companies, officers, directors and employees in respect of any 
claims, demands, causes of action, liability, damages, costs, fines, expenses (including 
legal fees) that result directly or indirectly from your use or misuse of the Application 
Software or any violation of this Agreement. 


. Governing Law, Language and Severability. This License shall be governed by and 


construed in accordance with the laws of Ontario, Canada and any disputes arising 
from this Agreement shall be adjudicated in the courts of the Province of Ontario. The 
original version of this Agreement is in English, and any interpretation will be based on 
the English text. In the case of any discrepancy between a translated version and the 
English text, the English version will prevail. If for any reason a court of competent 
jurisdiction finds any provision of this Agreement or portion thereof to be 
unenforceable, that provision shall be enforced to the maximum extent permissible so 
as to effect the intent of the parties, and the remainder of this Agreement shall 
continue in full force and effect. 


. Complete Agreement. This License constitutes the entire agreement between 


DreamCatcher and you with respect to your use of the Application Software and 
related documentation, and supersedes all prior or contemporaneous understandings 
or agreements, written or oral, regarding such subject matter. No amendment to or 
modification of this Agreement will be binding unless in writing and signed by a duly- 
authorized representative of DreamCatcher. 
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Notes: 
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— — —- I DIED DANIEL GARNER 
I WAS SENTENCED TO SERVE IN PAIN SOMEWHERE BETWEEN 
HEAVEN AND HELL. E LOST MY FAITH, BUT GAINED A NEW NAME 


NOW I AM THE ANGELS’ ONLY PRAYER 


| EA 
PAINKILLERGAME.€OM_ U 
. FA 
Coming Soon 
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